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New relationships between context and production are emerging in that mobile devices not only 
enable the production of content but also of contexts. They position the user in new relationships 
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This﻿qualitative﻿part﻿of﻿ the﻿ research﻿ indicated﻿ several﻿ factors﻿ that﻿ contributed﻿ to﻿ the﻿outstanding﻿












The﻿ paper﻿ contributes﻿ to﻿ our﻿ understanding﻿ of﻿ student-generated﻿ multimedia﻿ learning.﻿ In﻿
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tasks﻿are﻿ typically﻿complex,﻿ they﻿ lend﻿ themselves﻿ to﻿ team﻿work﻿and﻿ team-based﻿ idea﻿generation,﻿
negotiation﻿of﻿meaning,﻿perspective﻿taking﻿and﻿group﻿problem-solving﻿(Lee,﻿McLoughlin,﻿&﻿Chan﻿







in﻿which﻿ students’﻿knowledge﻿ is﻿ expressed﻿at﻿ each﻿ stage﻿of﻿ the﻿ learning﻿process﻿ (Hoban,﻿2016).﻿
Studying﻿trainee﻿teachers﻿in﻿a﻿classroom﻿making﻿“slowmations”﻿(a﻿type﻿of﻿simple,﻿stop-go﻿animation),﻿
researchers﻿observed﻿students﻿moving﻿through﻿a﻿predetermined﻿sequence﻿of﻿five﻿stages﻿or﻿activities﻿
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Figure 1. First Iteration of the IT Careers Project (Key: T – tutor; S – student)
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ReSeARCH MeTHodS PHASe 1: QUANTITATIVe 
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ReSULTS oF THe QUANTITATIVe ANALySIS: 



















The﻿ results﻿of﻿ the﻿ t﻿ test﻿ comparing﻿students’﻿perception﻿of﻿ their﻿knowledge﻿before﻿and﻿after﻿
undertaking﻿the﻿IT﻿Careers﻿Project﻿are﻿presented﻿in﻿Table﻿1.﻿It﻿can﻿be﻿seen﻿that,﻿for﻿all﻿items﻿rated﻿by﻿
Figure 2. Redesigned IT careers project (Key: T – tutor; S – student; LMS – learning management system)
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Thus,﻿ according﻿ to﻿ students’﻿ self-evaluation﻿ of﻿ their﻿ knowledge﻿ about﻿ IT﻿ careers﻿ and﻿ their﻿
multimedia﻿recording﻿and﻿editing﻿knowledge﻿or﻿skills,﻿the﻿project﻿was﻿extremely﻿successful.﻿The﻿two﻿
main﻿learning﻿objectives﻿of﻿the﻿project﻿were﻿realized,﻿based﻿on﻿students’﻿self-reporting.
Figure 3. Awareness of chosen career (Q. 1)
Figure 4. Knowledge of career options (Q. 2)
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ReSeARCH MeTHodS PHASe 2: QUALITATIVe ANALySIS 
oF STUdeNTS’ LeARNING PRoCeSSeS







Figure 5. Knowledge of IT majors (Q. 3)
Figure 6. Video-Recording knowledge and skill (Q.4)
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Figure 7. Video/Audio editing knowledge and skill (Q. 5)
Table 1. Students’ self-reported learning
Statement/Question Survey Mean Score (out 
of 5)
Analysis using 1-tailed t test
t (df) p Sig.
1.﻿IT﻿career﻿to﻿be﻿followed Post 3.65 2.865﻿(589) 0.002 p﻿<﻿0.﻿005
Pre 3.43
2.﻿IT﻿career﻿options Post 3.95 10.007﻿(589) 0.000 p﻿<﻿0.﻿001
Pre 3.29
3.﻿IT﻿major Post 3.83 3.995﻿(588) 0.000 p﻿<﻿0.﻿001
Pre 3.49
4.﻿Video﻿recording﻿skills Post 3.67 3.419﻿(589) 0.0005 p﻿<﻿0.﻿001
Pre 3.40
5.﻿Video﻿and/or﻿audio﻿editing﻿skills Post 3.58 4.600﻿(589) 0.000 p﻿<﻿0.﻿001
Pre 3.19
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In﻿ addition,﻿ comments﻿ on﻿ collaborative﻿ knowledge-building﻿ processes﻿ and﻿ metacognitive﻿
processes﻿typical﻿of﻿project-based﻿learning﻿were﻿noted﻿from﻿the﻿45﻿Reflections,﻿in﻿particular﻿in﻿the﻿
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Table 2. Key project activities and outputs
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Figure 8. Student team practising with a university video kit
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evolving Representations of Student Knowledge
In﻿addition﻿to﻿the﻿practice﻿that﻿students﻿received﻿through﻿their﻿oft﻿repeated﻿attempts﻿at﻿tasks﻿–﻿the﻿
























project?”﻿A﻿major﻿ factor﻿was﻿ the﻿workplace﻿ learning﻿context:﻿ for﻿example,﻿ the﻿“most﻿ interesting﻿







Table 3. Representations of careers and multimedia knowledge
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this﻿support﻿ from﻿mobile﻿ technology﻿we﻿can﻿surmise﻿ that﻿ the﻿ learning﻿achievements﻿would﻿have﻿
been﻿much﻿less.
Figure 9. Network administrator on the job showing the workplace environment
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Figure 10. Business analyst (left) talking with student interviewer (right) and discussing typical documentation required for the job
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Despite﻿ the﻿ difficulty﻿ of﻿ assessing﻿ mobile﻿ learning﻿ undertaken﻿ by﻿ students﻿ in﻿ the﻿ field,﻿
independently﻿of﻿ their﻿ teacher,﻿a﻿method﻿was﻿adopted﻿using﻿students’﻿Diaries﻿and﻿Reflections﻿ to﻿
understand﻿the﻿learning﻿processes﻿and﻿why﻿such﻿good﻿learning﻿outcomes﻿had﻿been﻿achieved.﻿This﻿
revealed﻿several﻿contributing﻿factors.﻿Firstly,﻿a﻿practice﻿and﻿“time﻿spent”﻿effect,﻿through﻿reiteration﻿
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